An overview of The Bureau 


The Bureau is a clandestine agency that deals with all matters related to the supernatural. One of the 
chief concerns of the Bureau is ensuring that supernatural events and entities are kept hidden from the 
larger world. This has been its role since a catastrophic conflict known as the Great Divide permanently 
severed the ties that once existed between the natural and supernatural worlds. 


In order to ensure that the supernatural world stays hidden from humans (‘civilians’ is the common 
colloquial term), the Bureau sends field agents to investigate and contain paranormal events as well as 
police the use of supernatural power in civilian areas. They also frequently intervene in the political, 
social and cultural affairs of ‘mythical’ beings (e.g. Elves, Orcs, and Goblins etc.), helping to calm 
sectarian tensions and prevent potential outbreaks of violence. 


The Bureau’s headquarters are situated in a void dimension that can only be accessed by employees at 
designated entry points around the world. The Bureau headquarters runs on a real-time 24-hour cycle 
for the benefit of employees, despite its existing outside of the normal space-time continuum. 


The Founder, the Source and the Leadership 


The founder of the Bureau is an angel (Or celestial being) named Uriel, who at an undisclosed point in 
history opened and stabilized the dimensional rift that the Bureau headquarters currently resides in. 
She’ also gifted to the first Bureau leaders a celestial artifact called the Source, which serves four distinct 
functions: 


1. It maintains the stability of the void that the Bureau exists in 
It serves as the central power supply for Bureau headquarters 

3. It can spontaneously produce or replicate any physical material or substance on Earth in its 
natural or refined form. It also has the power to restore physical materials to a certain state 

4. It helps generate the Mask, which hides supernatural entities and events from civilian eyes (see 
next section) 


Uriel does not serve in an official leadership role, but continues to play a vital role in shaping the 
Bureau’s direction behind the scenes. 


Day-to-day administration duties are handled by Gabrielle [Last Name Redacted], who serves for all 
intents and purposes as the president of the Bureau. She is served by a board of directors and special 
advisors. She also frequently meets with representatives from various mythical interest groups to hash 
out issues and deal with grievances. She was directly appointed by Uriel and continues to have close 
communications with her. It is unknown if Gabrielle has any supernatural ability. 


*Celestial beings are asexual, but appear on Earth in female host bodies. See ‘On celestial beings’ for more. 


Bureau Headquarters 


The Bureau headquarters is built on a system of levitating platforms. When viewed from above, the 
platform system (in simple terms) resembles a bicycle wheel. The Source is located directly at the center 
of the system within a heavily guarded and reinforced facility. 


The ‘spokes’ of the wheel are reinforced tubes that funnel electricity, water, supplies and communication 
lines to all platforms (13 in total). Each platform has an OSHA-compliant maintenance deck that extends 
deep into the void, allowing workers access to the main levitation engines. 


Each platform is connected to the next by a series of modular support beams. In the event that a set of 
beams fails catastrophically, each platform’s levitation field can keep it afloat indefinitely as long as it’s 
connected to the Source. If a connection is lost, internal generators can keep a platform up for 36 hours. 
In the event of a total failure, evacuation pods are readily available. 


The main lobby (Platform 1) is slightly larger than New York’s Grand Central Station and serves as a hub 
for thousands of employees. Everything is connected by moving walkways and a tram network that runs 
along the entire perimeter of the platform system, covering hundreds of miles per day. This network can 
be disengaged from any platform in case of an emergency. 


The entire platform system is surrounded by a clear but impermeable force shield that can withstand 
most trans-dimensional events short of a full collapse. A skybox is projected on the interior of the shield 
to simulate a day/night cycle (Although it is only visible from inside). It also helps contain a breathable 
atmosphere. 


There is a separate deep-void facility that is only accessible via the Platform 2 trans-dimensional 
gateway. Its exact purpose is classified; only a few have the requisite permissions. 


Below is an overview of what is contained on each platform (Note: All platforms have dormitories, eating 
areas, and maintenance crews): 


Main Lobby and transit hub. It comes complete with a cafeteria, information kiosks, and a gift 
shop. 


Affectionately known as the ‘political platform’. It houses the main senate building, administrative 
offices, and a trans-dimensional gateway where emissaries from other pocket universes are 
received. Uriel has taken up full-time residence in the senate dome. 


This well-fortified platform serves as the main ‘industrial park’ for the entire Bureau. It has a 
processing and packaging facility for food and other supplies, a mass-production factory floor for 
vehicles and weaponry and a warehouse district. 


The largest platform in the system. It consists of an agriculture deck with artificial sunlight, a 
hydroponics lab, and a forest reserve that helps supplement existing oxygen supplies. Excess food 
is processed by platform 3 and delivered to charity organizations through front companies. 


Medical and health facilities, including a high-capacity emergency room, quarantine area, physical 
rehabilitation ward, psychiatric services, sports center, and spa. The celestial being Raphael 
resides here and supervises a chosen group of healers. 


The Library. It has an exhaustive collection of benign supernatural artifacts and documents dating 
back to the Great Divide, as well as every great work of human knowledge in history. And a 
magazine rack. 


the famed Gillitie Market, where traders hawk a variety of crafts and magical items. The elven 


smoothie bar is renowned among long-time employees. 


The central data center and mainframe for the entire Bureau, with thousands of servers for 
wireless communication and Internet services. 


The main science and research center. While some scientific research is done through front 
companies, most of the heavy-lifting is performed here. Features include wind and water tunnels, 
particle accelerators, biology and chemistry labs, engineering bays, and a separate division for 
supernatural research and monitoring. 


10 Known as the ‘Psych Ward’. This is the official training center for all registered psychics, many of 
whom end up employed by the Bureau as agents and specialists. It is believed that psychic 
espionage activities are carried out here, but no one will confirm it. (See ‘On Psychics’) 


This entire platform is devoted to the White Dome, a training facility for Class-A2 personnel. The 
Order of the Four Elements also has its headquarters here. The White Dome uses the Source’s 
matter reproduction capabilities to generate training simulations, complete with user-controlled 
tangible holograms and Al training androids. 


The weapons research and testing zone. It contains a biological warfare facility as well as a one 
mile-long artillery range. It is the only platform with a built-in missile defense shield and heavy 
sound-proofing. 


The recreation platform. It features a massive arcade and cybercafé, a 50 lane bowling alley, and 





A secure threat containment and prison facility. It includes ‘disposable cells’ for threat-level-red 


supernatural entities. Platform 13 has a separate containment field. 





Employees 


All Bureau employees (current estimates number them in the thousands) are put through a rigorous 
evaluation and training process before receiving their official classifications: 


Classification Description and Roles 


The core leadership of the Bureau, which includes Uriel, Gabrielle, and a board of 
directors and special advisors. 


Bureau field agents and specialists. Significant portions of Class-A2 employees are 
mythical beings or have supernatural abilities. Non-powered agents are usually drawn 
from organizations like the CIA and Marine Corps, and are allowed to pick their own 
subordinates for military or policing operations. 


A3 Employees that specialize in scientific fields (e.g. biology, physics, medicine, chemistry, 
forensics and computing). They are permitted to research and study supernatural 
elements and artifacts under strict supervision. 

Employees that help run the Bureau’s many front organizations (See below for more 
details). Mainly consist of business managers, accountants and ‘executives’. 


Independent contractors that are chiefly concerned with the maintenance and upkeep 
of the Bureau, including plumbing, tech support, security and construction. These 
employees consist mainly of civilians who have prior awareness of the supernatural 
realm; they are required to sign strict non-disclosure agreements and take stringent 
background checks before being signed on. 


Class-C employees who do not comply with the NDA will resume life in the civilian 
population with their memories rewritten. 





Many employees are set up at front organizations that act as covers for Bureau projects. These run the 
gamut from banking operations to bio-research labs, allowing personnel to keep their employment 
discreet. Scientists and researchers are permitted to publicly share their research in scientific journals as 
long as it does not relate to the supernatural in any way. Some Bureau front companies trade on stock 
exchanges and do business with civilian companies. A percentage of profits go back to the Bureau. 


Undercover agents are given assignments directly from the Bureau leadership, but they can pursue their 
own initiatives and missions as long as the Bureau clears them. Every undercover agent gets a psychic 
handler to ensure a constant flow of communication and quick extractions. 


The Bureau is an equal opportunity employer and does not discriminate based on gender, sexuality, 
religion or species. 


Salary and Benefits 


Bureau employees are given monthly paychecks with bonuses for outstanding performance. This is in 
addition to any money they make working civilian jobs. Field agents get allowances for expenses directly 
related to Bureau business. Expenses in excess of 10,000 US dollars have to be cleared by the Bureau. 


The children of agents and employees usually go to public schools, but tutoring and home schooling 
services are offered for special cases. The Bureau also provides free health care, meals and on-site 
accommodation to employees and their family members. 


Employees who have served with the Bureau for over 5 years get special discounts at the recreation 
platform. Most of these discount privileges end up being used at the smoothie bar. 


Communication 


In lieu of developing expensive proprietary communication devices for employees (as it did for a time), 
the Bureau turned to its brightest minds to develop a new technology that could work with existing 
mobile devices. 


Five years of research and development later, the Parasite mod chip was born. As the name suggests, 
the Parasite chip latches on to the innards of an existing mobile device (like a smartphone or tablet) and 
installs the Bureau’s own operating system, software and hardware. Small firmware updates can be 
downloaded online, but full hardware updates are performed manually. 


Parasite-modified devices retain their original GUI and functionality, while dividing work and personal 
information into separate modes that can be switched between at a moment’s notice. Biometric sensors 
and encryption software keep Bureau-related information away from prying eyes. A voice-activated 
‘Panic Button’ immediately sends coordinates and other tracking information to the Bureau before 
destroying work-related information. 


Besides basic functions like mobile Internet access, instant messaging and contact lists, Parasite devices 
allow (mostly) free access to the Bureau's information, employee and monitoring databases. All 
databases support text searches, voice and motion recognition, 3D scanning, and photo/video analysis 
for better access. They also work in tandem with preexisting GPS and map applications to allow agents to 
track targets on the move or find entry points to headquarters. 


One of the most valuable features of the Parasite is a monitoring tool that detects and identifies the 
psionic energy emitted by psychics during telepathic links. Employees can use this information to accept, 
close, or block telepathic links entirely. Psychic activity from non-monitored or hostile sources are 
immediately jammed for safety reasons (See ‘On Psychics’ for more information). 


Another important feature is the Storage Core, which uses small dimensional rifts and basic 
teleportation tech as a mobile storage locker for equipment, clothing and weaponry. Thanks to the 
Parasite’s body-scanning, voice and motion sensing capabilities, agents can literally pull guns out of thin 
air with a simple command. Armor and clothing uploaded into the core are tracked and scanned so that 
they materialize correctly on the wearer’s body. There have been surprisingly few ‘wardrobe 
malfunctions’ so far. 


All data to and from the Bureau is channeled through the Bureau’s data center, which is protected by a 


proprietary encryption system that, in theory, can resist all hacking attempts. But even if a hacker gets 
through, Bureau techs can trace the perpetrator’s computer, destroy it remotely and dispatch nearby 
agents within minutes. The Bureau has not been given a reason to use it yet. 


Access to facilities 
There are different levels of access to Bureau facilities, based on classification: 


e Class-A employees get access to all platforms in Bureau headquarters, including full clearance for 
all restricted and/or classified facilities 

e Class-A2 and A3 employees are given access to all platforms, but restricted areas require 
top-level permissions. Only a few agents and researchers have full clearance 

e Class B employees have access to platforms 1 through 8. The rest are restricted and require more 
stringent top-level permissions 

e Class C employees MUST stay in their designated work areas, though they can freely visit medical 
facilities and the recreation platform. Restricted areas are totally off-limits 

e Non-employee supernaturals, mythical beings and trans-dimensional travelers get visitor passes 
that grant varying levels of access based on the nature of their business 


Civilian protocols 


Employees are allowed to reveal their employment to civilians, but there is a strict series of protocols in 
place to ensure that nothing gets leaked to the general population. 


Friends and family members are first briefed and registered before signing a Class-C NDA. Any electronic 
devices (like handheld cameras and phones) are modified to allow the Bureau to periodically check for 
and erase any information — like recordings or documents — that points to the existence of the 
supernatural.* 


Civilians who do not comply with or agree to these terms will receive memory rewrites and resume life 
in the general population. 


Any attempt by employees to divulge Bureau information, sabotage operations or cause harm to 
personnel or civilians will be penalized, up to and including permanent imprisonment (based on the 
severity of the offense). 


* Bureau personnel are closely watched to ensure they do not destroy, modify, save or otherwise manipulate non-essential 
information or data for personal use/gain. There are strict penalties for abuses. 


Political involvement and intervention 


The Bureau bills itself as independent and apolitical, though many of its agents have infiltrated various 
civilian institutions around the world. Officially, undercover agents (especially psychics) are prohibited 
from using their powers to manipulate the political or legal systems of a country, whether for the benefit 
of the Bureau or for personal gain. 


If undercover agents identify any civilian action that threatens the safety of mythical beings or the 
integrity of Bureau operations, they are required to feed information back to the leadership, who will 
recommend a course of action. For example, several mythical communities were relocated due to 
international conflicts, mostly in the Middle East and parts of South East Asia. 


One pressing issue is the continued existence of dryads and forest spirits as civilians encroach on their 
territory. This state of affairs has led to well-documented (if untraceable) civilian disappearances and 
violent incidents. The Bureau has advised undercover agents to play a greater role in pushing for 
environmental protection and sustainability initiatives, but results have been mixed. 


The Bureau does not actively intervene in ongoing military operations or conflict hotspots around the 
world unless they pose a threat to Bureau operations. Some agents take it upon themselves to bring in 
refugees and use the Bureau’s resources to help them start new lives, but the need to prioritize Bureau 
business and secrecy often poses a stumbling block. 


In response to internal criticism that it isn’t using its limitless resources to help the larger world, the 
Bureau has made it a point to increase discreet deliveries of food aid and emergency supplies to 
underdeveloped or war-torn areas. The lack of greater or more open involvement is justified by the need 
for absolute secrecy. Again, there is no simple solution. 


Independent operators 


Independent operators, as the designation might suggest, are mercenaries who conduct operations 
independently of the Bureau, mostly for profit. 


Most independent operators are closely monitored, but they are not accountable to the Bureau for their 
actions, which is a constant headache for Bureau authorities trying to contain leaks and damage. Several 
infamous operators have turned up dead under mysterious circumstances, although the Bureau denies 
any involvement. 


Independent operators mainly work solo but may make alliances with each other. The most extensive 
alliance is the Trappers, a self-governed ‘clan’ of monster hunters from across the British Isles. While 
most independents are indifferent to the Bureau, the Trappers are outright contemptuous of it, refusing 
to curb their oft-illegal activities. One senior leader’s decision to resign and offer his family’s services to 
the Bureau has caused a massive uproar. 


One of the most notable solo operators is Gabriel E. Vasquez, a former Bureau employee. Under the 
tutelage of his father, a former DEA agent and Class-A2 specialist, he became a skilled marksman and 
sniper. He joined the Bureau in 2004 as a Class-A2 agent after a stint in the US Marine Corps Reserve. He 
resigned in 2010, citing personal reasons. A full account of his career has not been made public. 


He currently resides in Chicago, and has successfully contained several supernatural threats to the city, 
including a demon incursion and a coven of Blood Mages. He runs a comic store which serves as a front 
for operations. Most of his arsenal was procured through contacts he made at the Bureau, and includes 
both conventional ordnance and custom-made magic weaponry. 


Unlike most independents, he voluntarily provides a full account of his activities to the Bureau 
leadership, and is often seen at headquarters despite his outsider status. It is a badly kept secret that 
Bureau leaders trust him enough to hire him for undercover assignments and black ops missions. 


The Bureau’s official position is that it does not cooperate with independent operators. Mr. Vasquez is 
the only known exception to the rule. 


The Mask 


After the Great Divide, civilians no longer had any memory of the supernatural. Races that once openly 
mingled with humans faded into myth, used as characters (or cannon fodder) in fantasy literature and 
other forms of popular entertainment, but not regarded as fact. 


These ancient races still walk among man, but their true nature is hidden from civilians by the Mask, 
which alters their physical appearances to be human-like (or in the case of elves, more human-like) and 
prevents them from using the full-extent of their abilities. 


Most mythical beings regard the Mask as a necessary evil to prevent a repeat of the Great Divide 
incident, but a large portion of elves chafe under its restrictions, since magic is a key element of their 
culture. 


Mythical beings that are relatively unaffected by the Mask are either invisible to the naked eye or 
specific to sparsely populated territories. This includes dryads, forest spirits, elementals, pixies and 
sprites. 


By and large, field agents (which include mythical beings) do not face the same restrictions on the use of 
supernatural abilities, as long as they do so discreetly or in a manner that can be passed off as a natural 
occurrence/accident. Agents are closely monitored to ensure they comply with Bureau regulations. Even 
so, mythical communities like the elven tribes have cried double standard. 


The Mask does not hide supernatural occurrences and entities from Bureau employees. The Mask is also 
inactive within Bureau headquarters itself. 


Leaks 


In some cases, the effects of the Mask can be negated by certain forms of magic and random energy 
fluctuations that occur when dimensional rifts open. This has led to numerous sightings of mythical 
beings and non-sentient supernatural creatures, most of which can fortunately be contained or passed 
off as fakes. The number of fluctuations has increased dramatically in recent years, as has the number of 
dimensional interlopers. The Bureau is justifiably concerned. 


Large-scale public displays of supernatural power in populated areas are considered worst-case scenarios 
for the Bureau, since it is extremely difficult and time consuming to cover damages or loss of life, even 
with the power of the Source. The full might of the Bureau will be brought to bear against any individual 
or group that deliberately attempts to cause damage or widespread panic. 


That said, Bureau authorities acknowledge that this cannot be fully enforced. Agents have gone rogue 
before, and there is no way to account for independent operators or individuals who are not in the 
Bureau’s monitoring database. In many cases, the Bureau has to resort to rewriting memories (and in 
some cases, reality itself) to account for heavy civilian deaths and losses. This has its own complications. 


There is much internal doubt among the Bureau leadership as to whether the Mask should be sustained 
or eliminated. So far, an acceptable direction for the future has yet to be found. 


Etheric Sight 


Etheric Sight enables an individual to see hidden energy fields that exist on the etheric plane. It was first 
pioneered by elven tribes to communicate with elementals and spirits. Initially, this ability could only be 


triggered by intense meditation, but the elves refined their technique to the point that they could access 
it instantly. 


Etheric Sight can be ‘tuned’ to pick out specific kinds of supernatural energy fields, with varying forms 
depending on the energy’s source. Invisible entities like ghosts become clear as day while mythical 
beings like elves are covered in runes and leave brilliant trails of color wherever they go. The true forms 
of celestials cannot be seen, hidden as they are under blinding columns of light. 


On the etheric plane, the rest of the natural world is shrouded in what can be described as transparent 
darkness. With Etheric Sight, one can see through solid walls, peer through human flesh, and look deep 
into the bowels of the Earth itself. 


Etheric Sight cannot yet be replicated through artificial means. Only those who are attuned to the 
movement of etheric energy can learn this skill. Nevertheless, Bureau researchers are still studying it in 
the hopes that a modified version of the technique could help those with visual impairments. Bureau 
healers are capable of using Etheric Sight on patients to identify areas of discomfort or injury. 


Outer Dimensions 


Outer dimensions are relatively small pockets of reality that exist outside of the normal space time 
continuum. These dimensions have clear boundaries defined by a self-sustaining field of magic energy. 


All living things draw from this field for growth and sustenance. 


Outer dimensions are home to strange creatures, magic anomalies and artifacts that cannot be found on 
Earth. The laws of physics also function differently in these dimensions than they do in our universe. One 
dimension may experience random fluctuations in gravity; another may not experience the linear 
progression of time. 


Bureau researchers estimate that only a tiny percentage of these dimensions have the correct conditions 
that would accommodate human life. Why and how they exist in the first place is still a scientific mystery. 


There are possibly thousands of outer dimensions in existence, but they are generally divided into four 
major types (There may be others): 


Void 


As the name suggests, a void dimension is simply a black empty space that is completely inhospitable to 
human beings without proper equipment. There is no way to determine how large voids are; they seem 
to go on infinitely in every direction. Thankfully, voids are usually extremely stable, which is why Bureau 
Headquarters are located inside of one. 


Flat Earth 


The smallest type of outer dimension. It consists of a single, geographically varied land mass the size of a 
continent, suspended in a small void. Some of them may be hospitable to humans, but most are not. 
Unlike a planet, there is an ‘edge’ to this land mass with nothing beyond it. A small void is still the size of 
a solar system, so anything that falls off the edge is gone forever, usually disintegrating on the 
boundaries of the dimension. These dimensions tend to be slightly unstable. 


Planet 


A spherical earth-like world. These make up the great majority of all inhabited outer dimensions. Like 
Earth, these planets have their own satellites and revolve around a sun-like star. The surface of these 
planets mainly consist of barren desert, but there are pockets of land called oases that, once cultivated, 
can support large, permanent human settlements. The air is surprisingly breathable, but in some regions 
it is toxic or filled with abrasive particles that scar the lungs and eyes. 


Interestingly, it appears that trans-dimensional settlers may be evolving to adapt to their new home 
worlds. For example, a Bureau study of a single nomad family over several generations shows that every 
new generation has better-developed respiratory systems than the one before, allowing them to better 
filter out particles and toxins in the harsher regions they must travel through. Nomads and farmers tend 
to have tougher, weather-beaten skin, but some amount of skin damage is an inevitable part of living in 
an outer dimension for any length of time. In many dimensions, human inhabitants (mostly 
nomads)have become so attuned to the energy that flows through the air that they can manipulate it to 
perform superhuman feats of agility and strength. Dark magic is commonly practiced and is even 
considered a respectable profession. 


Galaxy 


Like our own galaxies, galaxy dimensions consist of millions of stars, gas and dust, held together by 
gravitational attraction. There have been only two major galaxy dimensions found so far, and the Bureau 


has yet to find an inhabited planet in either of them. 
Dimensional rifts 


When the energy field that surround an outer dimension fluctuates or thins out rapidly, the boundary 
can ‘rip’ open, resulting in a two-dimensional wormhole (or rift) that bridges the outer dimension with 
the ‘normal’ world (Basically, Earth). Before humans arrived on the scene, this was a fairly limited 
problem, since no living thing in outer dimensions needs that much energy. After the settlers arrived and 
started harnessing magical energy for their own use, the number of rifts increased tenfold. 


Some of the energy from dimensional rifts is released outwards, causing strange phenomena in the 
surrounding area, like electrical surges and changes in atmospheric pressure. It is hard to predict exactly 
where rifts will occur, since they don’t appear in anything approaching a consistent pattern. For areas 
with high amounts of trans-dimensional activity, barometric sensors and energy scanners have been put 
in place. Still, the most the Bureau can do is contain them after the fact. 


Because of the random nature of dimensional rifts, it is also not uncommon for someone to accidentally 
get stranded in an outer dimension after stumbling into a rift. The Bureau estimates that a good 5000 
people disappear into them every year. Very few of them have ever been found. 


Celestial beings are capable of opening dimensional rifts at will by manually forcing a fluctuation on the 
other end. The trans-dimensional gateway on platform 2 and other dimensional entry points are 
powered by the Source, which is primarily based on celestial energy anyway. Researchers have also 
created a prototype Parasite chip that can open rifts on demand, but the technology is still in beta form 
and will not get a full rollout until the Bureau deems it safe for general use. 


Inter-dimensional travel and early settlers 


In the days before the Great Divide, outer dimensions were very much public knowledge, and 
dimensional gateways were the centerpieces of ancient cities, drawing thousands of travelers from far 
and wide. Many of them were explorers, scholars or mystics who came and went as they pleased, often 
putting their experiences into writing. After the Divide, the gateways were destroyed and (mostly) 
forgotten, which meant that many seminal writings about outer dimensions were dismissed as fiction, 
fabrications or the ravings of madmen. Most of them reside in the Bureau library. 


The very first people to settle in outer dimensions were mainly nomads, the poor, and those from lower 

castes or persecuted minorities, drawn there by the promise of starting anew. The celestials in charge of 
the portals helped the first settlers adapt to their new land, and watched over them until they had firmly 
laid down their roots. For a time, all was well. But it was not to last. 


One peculiarity of all outer dimensions is how the drawing of magical energy affects the human aging 
process. Essentially, anyone who lives there for long enough eventually stops physically aging. Based on 
most calculations, the cutoff time is 21 years, but it may be less in some places. 


Needless to say, the promise of eternal life (or for their children, eternal youth) began drawing the rich 
and powerful to the outer dimensions, who used their authority and clout to drive early settlers off the 
resource-rich oases and into the desert. By the time the Divide occurred and inter-dimensional travel 


was ended, the ruling classes were firmly entrenched in their walled cities, while the rest were left to 
fight over what little remained. 


Inter-dimensional immigration is now strictly regulated by the Bureau. Less than a hundred individuals 
are allowed through every year. However, family members on either side of the portal are allowed to 
visit their loved ones on a regular basis. 


Politics and Diplomacy 


The Bureau maintains ties with a handful of planet dimensions, which are loosely divided into 
geographic regions with a wide variety of major and minor settlements. Each settlement in turn has its 
own government and legal systems. Trade between settlements is common, but for reasons already 
discussed, there is a strong atmosphere of distrust between them — Wars are depressingly common. To 
make things worse, natural resources, once so plentiful, are starting to run out. 


Normally, the Bureau wouldn’t involve itself in these affairs, but armed conflicts between settlements 
often involve hundreds of soldiers drawing on magical energy to power their weapons and spells, which 
can violently destabilize dimensional boundaries with explosive results — one particularly catastrophic 
energy blast wiped out Pompeii (The volcano eruption was a cover up). Worried about a possible repeat 
of that event, the Bureau began inter-dimensional diplomatic initiatives in the early 1950s that continue 
to this day. 


Diplomatic efforts are mainly focused on resolving problems of resources and land rights, which are 
exacerbated by long-standing racial, cultural and religious issues. The underlying tensions are more 
intractable, but the former can at least be solved through Bureau aid. The promise of food, development 
and (occasionally) military aid has helped to reduce violence in most dimensions to a more reasonable 
level. Corruption and incompetence is a major concern; not everything makes it to those who need it 
most. 


In order to streamline operations, the Bureau leadership picks a major settlement (usually a stable town 
or city) in each region to act as a diplomatic hub for said region — which is formalized by the construction 
of dimension-side gateways and the establishment of an embassy. Any settlement that wishes to deal 
directly with the Bureau must send a delegate to the embassy. 


In keeping with the rules of diplomacy, no one is allowed to set foot in a Bureau embassy without 
permission. Staff members have diplomatic immunity. Technically, governments in outer dimensions 
don’t really recognize the 1961 Vienna Conventions. But considering the sheer amount of aid the Bureau 
contributes every year, it’s not in anyone’s best interest to attempt a coup or a takeover. Small garrisons 
of Bureau combat troops also help keep the peace. 


Bureau agents and specialists often visit outer dimensions on short-term away missions, training 
exercises and research trips, while a number of trans-dimensional expatriates have long-term residencies 
at Bureau headquarters. Full-time diplomatic staff is rotated out every 2 years. 


Communication 


Communication networks are among the most vital mass infrastructure projects the Bureau has 


introduced to outer dimensions. After the Great Divide, major earth-side technological breakthroughs 
like telephones (and even telegraphs) passed the outer dimensions by completely, meaning that 
settlements without psychics could not communicate with each other except through irregular postal 
caravans, which were slow and prone to attacks by bandits (Some caravans were even run by bandits, 
who would then abscond with the cargo). 


When the Bureau first began inter-dimensional diplomatic relations, one of the first things they did was 
install telephone lines between settlements, allowing bureaucratic missions to communicate directly. 
Eventually, these lines were extended to smaller settlements as well (Nomadic tribes simply tap into 
them whenever they need to make a call). Technology like the Internet, cell phones and computers soon 
followed. Eventually, the Bureau launched a large-scale satellite program that allowed the Bureau to map 
outer dimensions and provide high-speed satellite Internet, although access is mostly restricted to larger 
cities. Most of this technology had to be custom-built to withstand the more extreme conditions found 
in outer dimensions. 


The economic and social impact of these innovations has been dramatic. Many settlements have gone 
from muddy backwaters to bustling city states in a generation. The majority of planet dimensions in 
general have recorded significant economic gains across the board. Most Internet content is piped in 
from earth-side, allowing new philosophies, ideas and pop culture memes to seep gradually into once 
closed-off communities (Not everyone is happy about this). Some budding entrepreneurs are already 
tinkering with the idea of dimension-specific web content. Their enthusiasm is laudable, but their efforts 
leave something to be desired. 


Because information can’t be electronically transmitted between dimensions yet, all earth-side data is 
channeled through stable ‘miniature rifts’. Psychic employees also use these rifts to communicate 
telepathically across the dimensional divide. The Bureau R&D department is trying to rig the Parasite to 
work across dimensions (They work well enough within them), but progress is slow. 


References to outer dimensions in Folklore and Religion 


In Celtic spirituality, “Thin Places” are areas where the supposed veil between the “eternal world” and 
the physical world is at its thinnest. To put it another way, these locations were gateways that allowed 
beings of the other world to pass back and forth between worlds at will. Thanks to extensive research, 
Bureau researchers are confident that these Thin Places are in fact breeding grounds for dimensional 
rifts, which appear more consistently in these areas than anywhere else in the world. 


Some legends relating to the Fountain of Youth may actually be mangled references to the anti-aging 
properties of outer dimensions, based on vague memories left over from the Great Divide or blatant 
misunderstandings of ancient writings. 


Dimensional rifts have led to frequent sightings of beings and creatures from other dimensions, which 
then become the basis of local folklore. In the British Isles, you have legends of the Moddey Dhoo and 
other ‘Black Dogs’. In America, tales are spun about the Jersey Devil and the Mothman. Bureau scholars 


have noted that some trans-dimensional beings tend to show up in a variety of places at once, so these 
stories may in fact be different interpretations of the same creature. 


The bones, skins and essences of these creatures are highly valued for their supernatural properties; 
they can be forged into armor and weaponry or used as ingredients in magic rituals and witchcraft. The 
black market for ‘supernatural goods’ could one day rival the illicit drug trade in size and scope. It is 
believed that some traders in Gillitie Market specialize in the trade of these supernatural goods, but the 
Bureau has made little effort to crack down on it, for reasons unknown. 


On celestial beings 


Celestial beings (Or ‘celestials’ for simplicity's sake) are, in layman’s terms, angels. They exist primarily in 


spirit, acting as the invisible guardians of the mortal world on behalf of the heavenly realm. 


The first recorded instance of a celestial being making a physical appearance outside the heavenly realm 
was during the Great Divide. Since then, celestials have had more frequent interactions with the mortal 
world. As noted, Uriel helped in the founding of the Bureau, and many of her compatriots have been 
assigned residencies in various divisions of the Bureau for an indefinite period of time. 


Since most celestial sojourns in the past were mostly short-term engagements, the extended tenures of 
celestials in the Bureau are a source of constant curiosity among employees. 


Hosts 


Celestial beings can only come to Earth when they are given an assignment by their heavenly masters. 
And even then, they are not to visit this world in their true forms, since the mere sight of them would 
either blind mortals or drive them insane. 


To get around this restriction, specific human beings are chosen to act as ‘hosts’. This process has to be 
totally consensual on the part of the prospective host. Most commonly, they pick young women to play 
this role, not because of any particular inherent virtues, but because they believe a female host would be 
less intimidating. Celestial and host are bound together until their assignment is complete, which could 
be as little as a week or as long as the host lives. 


In order to preserve free will, celestials cannot manifest themselves without the express consent of their 
hosts, with whom they have a telepathic connection. Hosts are allowed to use celestial powers at any 
time, but never to cause deliberate harm or seek revenge. In any case, these powers are regulated at a 
level safe for humans to wield. Any higher, and it would cause fatal damage to the host. 


When permitted to (or when the host is incapacitated), celestials will take full command of their host 
bodies. These ‘angelic’ forms can grow to be over 7 feet tall, with pure white eyes, flaming hair and 
garments that resemble robes or armor. They exude wisp-like trails of celestial energy that have been 
likened to wings. When they speak, they do so with their host’s voice, tinged with a terrifying resonance. 
This process can be reverted at the request of the host or after a certain period of time. 


Celestial beings can leave their hosts under a few circumstances: 
1.) The completion of their assignments, or a recall 
2.) The death of the host body, by natural or man-made causes 


If a host dies before a celestial being’s assignment can be completed, another host must be chosen 
immediately. With very few exceptions, they are not allowed to reanimate dead bodies or invoke a 
resurrection. The Bureau’s resident celestials have changed hosts countless times in the centuries since 
its inception. 


The identities of Uriel’s hosts are a closely guarded secret, since she always appears in ‘angelic’ form. The 
current gossip making the rounds is that Gabrielle will take over that duty at some point. She refuses to 
comment on this. 


Powers 


[For the purposes of this section, celestial beings will be referred to in female terms. ] 


The powers of celestials run a wide gamut. For example, Michael (Host: Elizabeth Berg), who bears the 
same name as the archangel who leads God's armies, has abilities that are primarily used in battle. She is 
capable of fashioning solid beams of light into close range weapons or launching them as deadly 
projectiles. They can be altered to have a variety of effects, from simply inflicting wounds to 
disintegrating targets into ash. 


On the other side of the spectrum, Raphael (Host: Emmanuelle Shaw), named for the angel of healing, is 
capable of fixing any kind of wound or disease, an ability that she has imparted to a select group of 
volunteers in the Bureau’s medical facility. She does not however, have any control over death itself. 


That is but a small sample of what is possible. The full range of celestial powers has not been 
documented or observed. 


Implications for world religions 


Celestials will not be drawn on the veracity of religious writings, insisting that it is not their place to 
interfere with free will or take sides. They have confirmed the existence of a divide between the 
heavenly realm and the ‘underworld’, but refuse to say more about it. 


Some Bureau religious scholars, however, believe that celestials may have been part of some key Biblical 
events, like the three visitors to Abraham, or Gabriel at the Annunciation. They claim that these events 
are consistent with known celestial events that occurred during the timelines described in scripture. 
Again, however, there is no confirmation, and a case can be made for celestial involvement in other 
religious traditions. 


The Order of the Four Elements 
Overview 


The Order of the Four Elements (Sometimes called O4) is a special division of the Bureau devoted to the 
continued study and application of elemental magic. Its practitioners are referred to as mages. 


Elemental magic shares little in common with the incantations and spells most people think of when 
they hear the word ‘magic’. Elemental magic allows its exponents to harness the very forces of nature 
and manipulate them to their will. It encompasses the four classical elements — earth, fire, air and water; 
every element can be combined and recombined endlessly to create an infinite supply of offensive and 
defensive tools. 


The elementals and the beginnings of the Order 


In the early days, members of the Order built compounds where they could devote themselves to the 
study and mastery of elemental forces. These compounds were extremely scattered, meaning that it was 
nearly impossible for the Order’s core leadership to impose its charter. Many compounds, for all intents 
and purposes, enjoyed full autonomy. As a result, the study of element magic stagnated for nearly a 
century. 


From the very start, the strange powers and secretive lifestyles of Order mages made them easy targets 
for fearful peasants, fundamentalist religious groups and corrupt politicians, who capitalized on 
anti-mage sentiments to curry favor with their constituents. In addition, the elven tribes considered 
mages to be heretics (see ‘Links with the elves’ below) and started mounting increasingly violent attacks 
on mage compounds. 


Before long, the mages were forced to take up arms in order to protect themselves. They set up a 
centralized military camp where young Order monks could learn martial arts and offensive magic 
techniques. Within a few years, the Order had built up a fearsome and disciplined army that could stand 
toe-to-toe with any fighting force in the world. After the Divide, the Order had little need for an army, 
but it was decided that the benefits of the military program were too great to eliminate it entirely. A new 
set of regulations that mandated a strict army-style hierarchy and training regimen were added to the 
official charter, becoming the basis for the Order in its current form. Aside from some concessions to 
modernity, the charter remains mostly unchanged to this day. 


Links with the elves 
The Order shares a tumultuous history with the elves that go back to the days before the Great Divide. 


Elves have always been attuned to the mystical energies that exist in nature, but consider the ability to 
control forces of nature as an elemental’s sacred right; ascension to the elemental plane is still the 
ultimate honor any elf can achieve. Needless to say, the idea that mortal beings could control nature and 


take on the forms of elementals was downright heretical. Elves that were capable of this new magic were 
cast out of their communities, or worse. Many wars were fought between fundamentalist elven factions 
and mages until the Great Divide. The elves, still bitter, withdrew to their ancestral homelands and 
ceased all contact with other mortals. 


A few centuries later, a new generation of elves became increasingly disillusioned by the isolationist and 
(in their eyes) legalistic policies of their ancestors. In response to this crisis of faith, high-ranking leaders 
from all the elven tribes set out on a pilgrimage to sacred elven sites all across the Earth, seeking the 
wisdom of the elementals. 


After a long journey of silent meditation and soul-searching, these pilgrims called a council of all elven 
tribes and declared that the elementals had gifted their powers to a chosen few, for reasons beyond 
mortal comprehension. After much debate, the council elected to break ranks with the fundamentalist 
factions (who still exist today) and dedicate themselves to helping those who were gifted in this new 
magic. They shared their wisdom with the Order’s founders, which led to Etheric Sight becoming 
increasingly commonplace among humans and other mortal beings. 


Elves continue to feel a close kinship with members of the Order despite their somewhat strained 
relationships with humans. In all dealings with elves, the Bureau is sure to assign a mage to act as a 
mediator. Caoilainn Moore, a young mage born to an elven mother and a half-elf father (both of whom 
are not mages), is also helping to bridge the divide. 


Facilities 


The White Dome is sometimes jokingly referred to as the ‘O4 Arena’, which isn’t too far off the mark 
considering that a good 70% of all major White Dome training exercises are conducted by the Order. An 
extension had to be made to platform 10 in order to build their official headquarters, a massive, 
utilitarian structure with a sky-bridge connection to the White Dome itself. From above, it is shaped like 
the Coliseum, with a massive open courtyard in its center. 


The building houses their main assembly hall and the offices and living quarters of the Order 
Commander-in-chief, his lieutenants and his advisors. There are dormitories, but they are rarely ever 
used because most mages don’t live on-site. It also has a fully-featured gym, multiple martial arts dojos, 
meditation areas and locker rooms. With some exceptions, everything is designed as modestly and 
cleanly as possible, in keeping with the Order’s more ascetic roots. 


A significant chunk of real estate is devoted to the archives, which fully documents the history of the 
Order from its founding to the present day. Its most aesthetically stunning feature is the Wall of Memory, 
a curved black marble wall that lists every significant milestone in the Order’s history — from great battles 
to leadership changes and even rebellions. Appropriately enough, the archives also contain full 
genealogy records for every single mage past and present, living or dead. 


Uniforms and Livery 


For official ceremonies and formal events, Mages wear simple black hooded robes with no decoration 
save for the Order’s Seal embroidered on the back in gold. Higher-ranking members wear patches on 
their arms that designate their rank. All robes are custom fitted with an internal armor set known as the 
ribcage, which protects a decent portion of the chest, arms and legs. Because it was designed to be 
lightweight, it would definitely not stand up to the rigors of battle. 


In the field (or during training simulated), Mages get decked out in full combat uniforms. The basics 
include a black Kevlar-lined hooded tunic, black trousers, lightweight footwear and a ‘reverse balaclava’ 
that hides the eyes and mouth (Mages rely on Etheric Sight anyway). The armor plating that is worn over 
this takes design cues from body armor worn by SWAT teams and motorcycle riders. Combat uniforms 
are designed for practicality and stealth, not style — again, the Order seal is the only notable decoration. 
Leaders get patches in accordance with their rank; otherwise they wear the same thing as everyone else. 


For normal exercise and martial arts training, mages can wear street clothes or whatever they feel 
comfortable in, as long as it isn’t too provocative or revealing. This is in keeping with the times; in the 
earlier days of the Order, they had a far less laissez-faire attitude when it came to dress codes. 


Element energy 


Element energy is what the elves refer to as the ‘living essence’ of nature, or the ‘raw material’ that fuels 
elemental magic. Based on Bureau observations, element energy instantly replicates the natural 
processes that cause an element to form, making it spontaneously appear wherever the energy is 
released. Earth energy is the only type that is known to be composed mainly of existing materials like 
rocks and dirt. 


Mages use Etheric Sight to watch and regulate the flow of element energy. This flow appears in the 
etheric plane as a rune pattern that visually resembles the body’s circulatory system, complete with a 


‘heart’ (Mages call it the core) where the energy is drawn from and returns to. Mages learn to 
concentrate and release element energy via the extremities while maintaining a constant flow of it 
throughout the body. 


In normal circumstances, the four element energies are too volatile to come into direct contact with one 
another. Earth, fire, water and air energy may emanate from the same source, but they move and flow 
independently of each other to ensure they do not mix. This is part and parcel of the elemental balance. 
Combining the energies would result in a catastrophic overload that means instant death for nearly 
everyone who attempts it. 


Element energy can also deteriorate if left stagnant in a particular area of the body for too long, so it is in 
a mage’s best interest to circulate it as much as possible. Failure to do so can cause a buildup of ‘dirty’ 
energy (especially in the extremities) that makes attacks backfire or sputter out, with painful results. 
Mages can eliminate this buildup by releasing raw air energy in bursts. For obvious reasons, the mage 
training program places a big emphasis on using energy efficiently and minimizing waste. 


Because elemental magic depends so much on the movement of energy through the body, practitioners 
of martial arts like Tai Chi have a leg up on their peers. Every mage is required to take up a martial art 
upon joining the Order; eastern styles are favored, but any type of martial art can confer an advantage 
(Oddly enough, one of the best mages in the Order has a background in ballet). In general, high levels of 
physical fitness are conducive to the flow of element energy. 


In their raw state, the four types of element energy have their own innate properties, which manifest 
differently depending on how the energy is released or channeled: 


Earth element energy ‘hardens’ the body, increasing physical strength as well as pain and damage 
resistance. When released sharply outwards, raw earth energy can break through barriers like brick 
walls or floors. 


Fire element energy, on its own, is capable of generating heat. It allows mages to raise their body 
temperature at will or heat up objects. When circulated through or around the body, it also makes a 
mage immune to the effects of fire, which is the only reason they can manipulate it safely at all. 


Air element energy ‘lightens’ the body, boosting a mage’s speed and agility to superhuman levels. It 
has subtle cooling properties when circulated through the body, and is also used to ‘blow off’ any 
buildup of ‘dirty’ energy. 


Water element energy, like air, helps cool the body. It also possesses mild healing properties that can 
be used to soothe or heal minor injuries like sprains, cuts and bruising. 





Raw element energy can be ‘infused’ into other objects. For example, a mage can infuse water energy 
into a piece of cloth and use it to heal a wound on a person’s shoulder. A particularly wily mage could 
infuse an innocuous everyday object (like a can of soda) with fire energy and ignite it from a safe 
distance, leaving his target with severe burns. 


Because every mage’s etheric energy signature is unique, they can identify and locate each other up to 
half a mile away by ‘spiking’ their energy levels. Mages can vary the length and frequency of these 
spikes, using them as a rudimentary system of signals. Every mage squad is encouraged to work out their 
own signals. 


Seals 


A seal is a rune-based spell used by dark magic practitioners to lock etheric energy inside a person’s 
body. The energy itself is not destroyed, but it cannot be released as long as the seal is intact. With the 
right combination of runes, a dark magician can also deactivate Etheric Sight. Only the person 
responsible for creating a seal can undo it safely; a sudden, violent burst of built-up energy can break 
through it, but it carries a high risk of injury if done improperly. 


The Order keeps Bureau-approved dark magicians on call 24/7 for emergencies. Their main role is to 
restrain rogue mages or help trainee mages who undergo sudden and violent energy surges (which is not 
entirely uncommon). 


Overdose/Elemental state 


In order to unlock the elemental state, a mage has to use a technique called ‘overdosing’. Basically, a 
mage channels excessive amounts of one type of element energy at the expense of the other three, 
purposely upsetting the elemental balance. So for example, if a mage wanted to unlock the fire 
elemental state, he/she would channel fire energy while blocking out earth, air and water. 


Eventually, the excess energy will break free of its regular flow pattern and start ‘leaking’ into the 
physical body itself, consuming it inch by inch. In other words, the mage is allowing his/her own body to 
be temporarily sacrificed so that an elemental can use it as a vessel into the material world (similar to 
the idea of celestial beings using hosts). Once the elemental state is fully awakened, the mage becomes a 
nigh-indestructible force of nature. 


However, a mage must be careful not to stay in the state for too long, otherwise his/her physical body 
will be consumed entirely. The energy needs a vessel, and without one it simply dissipates entirely, 
taking the mage’s consciousness with it. The limit appears to be about 30 minutes. 


Because of the inherent risks of overdosing, most mages simply build up element energy until it hits the 
leak threshold, then use the power boost to create enormously powerful attacks. 


Unification and the Fifth State 


Before the mages entered the scene, many elves had speculated about the existence of a fifth kind of 
elemental — one that had mastery over all of nature, and by extension, dominance over all elementals. 
They dubbed this creature the ‘white elemental’ [Their reasoning: white light is a combination of all the 
colors of the rainbow, and this being is a unification of all the elements]. However, few elves seriously 
believed that white elementals existed. 


Needless to say, the revelation that a small number of mages could access a fifth elemental state that 
had eerily similar properties to the hypothetical white elemental was another earth-shattering revelation 


for the elves. The old divisions flared up again, but the elves were now more willing to have their 
firmly-held beliefs challenged. There was little conflict this time around, and the highest-ranking elders 
from the major elven settlements pledged their support to the Order, in the hope that the mages would 
one day lead all of elf-kind to true enlightenment. 


The key to unlocking the fifth state involves a tremendously risky process called Unification. In short, a 
mage must overdose all four elements at once while keeping them contained within the core. Simply 
letting the energies mix while stagnant would be suicidal; the key is to keep the energies moving ina 
circular flow, allowing them to gently blend into each other. This process requires intense meditation and 
peace of mind — any sudden disruption during the process could be catastrophic. The amount of time 
this takes varies according to the individual. 


If nothing has gone wrong by this point, all four elements will come together to form a new kind of 
element energy called ‘white energy’. Once this occurs, the mage must immediately release it from the 
core in one go. Their bodies will instantly be consumed, and the mythical white elemental will 
materialize, wielding full control over all the elements. However, any mage that stays in this state for 
more than 15 minutes will forever be lost to the ether. 


Only a few mages (There is no fixed number) in every generation are able to access the fifth state. Their 
identities are a closely guarded secret, even within the Order itself; the names of these mages are 
nowhere to be found on the Wall of Memory, despite their obvious significance. Only the Order 
Commander-in-chief, his inner circle, and the chosen few themselves know who they are. 


There is also no tried and tested method for identifying a mage with fifth state potential, and even the 
chosen may not realize they have the gift until they exercise it. Many in the Order speculate that some 
force is subconsciously guiding specific individuals to achieve the state; after all, mixing the elements is 
not something any mage would do deliberately, considering the risk involved. 


When a mage achieves the fifth state, every other mage on Earth can feel the energy the white 
elemental gives off; it is so overpowering that the chosen one’s own signature is completely masked. The 
revelation of a new white elemental sets in motion a ceremony that all Order mages participate in. The 
chosen one will quietly present him/herself to the Order leadership 12 hours after the state is achieved 
to undergo a secret confirmation ritual; other Order members will observe a period of silence for its 
entire duration. A bell will be sounded after the confirmation is complete, and daily activities will carry 
on as normal. This entire process has played out dozens of times since the founding of the Order. 


On Psychics 


The Bureau defines psychics as individuals who are able to generate psionic energy with their minds. This 
energy allows them to manipulate the world around them and communicate with others mentally. The 
exact nature and source of this energy remains unexplained, but its signature is clearly visible on the 
etheric plane. 


Children born to psychic parents are registered and watched by the Bureau, since psionic power begins 
developing at about 6 months old. It usually manifests as random surges of telekinetic activity during 
moments of emotional distress. Psychic children born to civilians are rare, but not unheard of, though in 
most cases the powers remain latent until a later age. Psychics have also given birth to normal, 


non-psychic children; the same monitoring processes apply. 


Because psychic ability depends primarily on the state of the mind, it does not necessarily deteriorate 
with age. Studies have shown that psychics are significantly less prone to Alzheimer's disease and other 
forms of dementia than the general civilian population because their brains receive a level of stimulation 
that non psychics simply can’t get. 


Psychics are known for their exceptional intelligence and near-eidetic memories, but they tend to lag 
slightly behind their non-psychic peers when it comes to emotional development and social skills during 
childhood. Thanks to that, psychics tend to be stereotyped as emotionally cold loners (and some are), 
but most are perfectly capable of normal relationships. Despite vicious rumors from certain parties, 
there is no relationship between psionic power and sociopathic tendencies, though sociopaths with 
psionic powers are extremely dangerous. 


At around 10 to 12 years old (There is no age limit for entry), most registered psychics are enrolled in the 
Bureau’s Psionic Development Training Program, where they are tutored by a core team of level five 
psychic personnel in the three major disciplines — Telekinesis, telepathy and mind control. Depending on 
the circumstances, trainees can participate in the program after school and working hours or live 
full-time on platform 9. 


At the moment, the Bureau has about 50,000 psychics on its payroll, and monitors millions of psychics 
around the world on a daily basis. 


Below is a breakdown of the major psychic disciplines and the issues that surround them: 


Telekinesis 


Telekinesis operates relies on a principle psychics refer to as ‘constructs’. It follows a similar principle to — 
and even partially derives its name from — the constructs in the Green Lantern comic series. Simply put, 
constructs are invisible manifestations of psionic energy shaped by the user’s imagination. 


For example, if a psychic wanted to stop an oncoming car, he would simply picture a concrete wall, 
shaping and ‘projecting’ psionic energy into a construct with the same properties as said wall. Or if he 
needed to lift a heavy object like a crate, he might imagine a crane or a giant hand. Without the benefit 
of Etheric Sight, this process is completely invisible. A civilian would only see the effects, e.g. a car 


crashing into thin air or a crate flying through a plate-glass window. 


One of the first things trainee psychics are thought to do is develop a ‘library’ of basic constructs that 
they can call upon in any situation. This is mainly achieved by having them interact with a wide range of 
objects and materials using all five senses (Telekinesis relies on the occipital and parietal lobes of the 
brain). By the time a psychic hits level two, he or she should be able to picture and build a simple 
construct in less than three seconds. By level five the process is instantaneous. 


In contrast to a trainee’s clumsy efforts at telekinesis, a level five psychic can perform incredibly complex 
actions with seemingly no effort, like slicing a car into perfect halves or threading a needle from 100 feet 
away. In fact, level fives have such finely-tuned (some would say superhuman) mental faculties and 
reflexes that they can stop individual bullets in mid-flight without even looking at them. 


In a way, high-level psychics are subverting the laws of physics. At level one, any psionic force strong 
enough to move a heavy object like a car will have an equal and opposite effect on the psychic (In other 
words, they get flung back). By level four or five, they can slow a speeding car to a stop without so much 
as flinching. 


‘Echolocation’ 


While the effects of psionic power are clearly visible in the etheric plane, psychics themselves cannot 
access Etheric Sight, for reasons yet unknown. Some enterprising psychics, however, have taken the basic 
principles of echolocation to fashion a crude version of it. By bouncing small pulses of raw psionic energy 
off an object, a psychic can ‘see’ a dim outline of the object that becomes clearer as more energy is 
applied. Of course, this assumes that the psychic is in a situation where he or she is unable to see, like in 
a pitch black room or through a blindfold. 


This is not an officially sanctioned technique, but the Bureau is considering adding it to the curriculum as 
a sideline. 


Telepathy and neural links 


Telepathy, or communication between minds, is an innate ability most psychics start developing in early 
childhood. The most basic example of telepathy is two psychics carrying on a mental conversation 
through a neural link. They can choose who to link with, and who to block out entirely. Psychics can also 
communicate with non-psychics and civilians in this way, although most civilians block it out 
subconsciously. Most non-psychics within the Bureau regulate psychic communication with the special 
networking tools in Bureau Parasite devices. 


Once a neural link has been established, it is possible for psychics to access the thoughts, memories, 
ideas and even dreams of others within the link. In order to make sense of it all, psychics construct a 
‘mental landscape’ — a visual representation of the mind that arranges information into a clean, easily 
accessible layout. Depending on one’s imagination, it could look like a library, a row of filing cabinets, or 


even a museum. Linked psychics and non-psychics can ‘visit’ the inside of minds as an ‘avatar’, and 
decide what information to make available or keep off-limits. 


One of the biggest benefits of mental landscapes is unlimited space, which allows psychics to build 
‘mental images’ that anyone with a neural link can see and interact with. A mental image can be as 
simple as a blackboard or as complex as a skyscraper with multiple cross-sections (Haptic and visual 
feedback can be simulated to aid interaction). Psychics can also dilate a person’s perception of time ina 
mental landscape, so what feels like an hour-long conversation in the mind may only take place over one 
second of real time. 


The applications of telepathy are endless. The Bureau leadership uses neural links to conduct board 
meetings. It is perfect for passing on classified information. Bureau agents can plot out operations and 
coordinate tactics in the field. Investigators can reconstruct a crime from a suspect’s memories, map out 
the hierarchy of a criminal organization, or use a person’s own mind as a wiretap. Bureau scientists point 
out that telepathy could also be effective in preventing or providing therapy for dementia, since it 
stimulates every part of the brain and allows direct link to a patient’s mind. 


Telepathy does lend itself easily to abuse. Most Bureau employees trust their psychic colleagues enough 
to agree to ‘always on’ neural links, but then again, they receive tools and training that allow them to 
hide information, disengage links and block psychics out permanently. 


Civilians don’t have those safeguards. Breaking a subconscious block to spy on someone or tamper with 
their minds is not difficult. And if a block proves to be unusually resilient, a psychic may resort to 
brute-force psionic attacks to gain entry. The damage done to a target’s mind from these attacks is 
difficult to reverse. 


It is possible to contain rogue psychics within the system, but there is no way to account for independent 
operators or individuals with latent psionic abilities that don’t appear until later in life. In the latter case, 
the lack of proper training and monitoring can have catastrophic consequences. 


Mind control 


‘Mind control’ is a catch-all term for psionic abilities that influence others to behave against their will or 
follow the wishes of their manipulators. These are the techniques that the Bureau classifies as mind 
control: 


1.) Motor function control 


While it is not mind control in the classic sense, psychics (level two and up) can override a target’s motor 
functions and force them to carry out a specific action against their will. This ability has been abused for 
less than pleasant ends. The Bureau has noticed a worrying spike in the number of rape cases that 
involve psychics, although it refuses to release official numbers. 


2.) Time bombs 


A less direct form of mind control is what’s known in the psychic community as a time bomb. A psychic 
can plant an order in a person’s subconscious which will only ‘go off’ at a certain time, putting the target 
under the psychic’s control until the order has been completely fulfilled. In one infamous case, a bank 
manager and 5 security guards were implanted with time bombs and helped a team of criminals rob a 
bank and escape. One mass memory rewrite later, they were cleared and reinstated. 


3.) Mindjacking 


Mindjacking is a level-four-and-above mind control technique that involves a psychic transplanting his or 
her own consciousness into someone else’s mind, giving them full control over motor functions, senses, 
thoughts and knowledge. For all intents and purposes, a psychic can literally become someone else. 
However, a psychic has to constantly keep the target’s consciousness from rebelling against the control. 
Staying inside a mind for too long can also cause memories, thoughts, and knowledge to get mixed or 
scrambled, leading to mental breakdowns in both the target and the psychic. The cutoff time for a level 
five psychic is one hour, followed by several days of monitoring. 


There is one thing that all psychics, no matter how powerful, cannot do: completely remove a person’s 
consciousness, or self. A psychic will never have full control because there will always be a small part that 
fights back. 


4.) Power transference 


An extension of the mindjack technique is power transference. In this case, the psychic is using a target’s 
body as a conduit for their own psionic powers. For example, a psychic can take control of someone from 
miles away and use transference to have him telekinetically move an object. It is a technique that only a 
few level five Bureau psychics can perform safely. 


The Bureau does not condone the use of mind control except in emergencies. Mind control training is 
optional; some psychics move into agent positions without learning it. 


Unrecognized abilities 


After years of research into the field of precognition, Bureau researchers have concluded that psychics, 
despite the impressive reach of their powers, cannot make predictions or have ‘visions’ about events 
that have not occurred. 


For example, while it is possible to examine a person’s mental landscape, and map out a scenario where 
he murders his cheating wife, it cannot be acted upon because intent may not always translate into 
action. Likewise, a psychic could use telepathy and information about current events to construct a 
plausible scenario where Iran declares nuclear war on Israel 5 years from now, but that is still just an 
educated guess. 


Retrocognition, or the ability to see and experience events from the past, is also not possible. Psychics 


can reconstruct past events by comparing memories against known information, but they cannot access 
the memories of dead people or ‘absorb’ the psionic energy that supposedly gets left behind after a past 
event. Simply put, if a psychic didn’t see something happen and they can’t find anyone who did, any 
scenario they come up with is again, an educated guess. 


Pyrokinesis has never been observed and is not recognized as an official psychic ability. 
Assessment criteria 


As noted throughout this section, the Bureau psychic training program places psychics into five 
development levels, and assesses them based on performance in the three disciplines outlined above. 


The criteria for moving up the ranks are as follows: 


Level one: Trainees. Basic telekinetic constructs, with minimal precision or control; basic telepathy 
(2-way communication); no mind control 


Level two: Increased complexity of telekinetic constructs, able to create simple mental landscapes and 
establish multiple neural links; no mind control 


Level three: More complex constructs; significant improvements in mental landscape generation and 
linking capacity; basic motor function control, able to break subconscious blocks 


Level four: Advanced telekinesis — able to generate complex constructs with little apparent effort; fully 
realized mental landscapes with mental images, time dilation and feedback; mastery of motor function 
control, basic mindjacking 


Level five: Telekinesis reaches full potential — able to juggle between multiple large scale constructs 
simultaneously, superhuman reflexes; fully realized mental landscapes and telepathic abilities; mastery 
of all four mind control disciplines, with the capability to perform them on a mass scale 


Most psychics move out of the program at level four, which takes about 5 years all told. A select few stay 
on and work towards level five certifications while working for the Bureau part-time. Not all psychics will 
become full Bureau employees, but most parents of psychics consider the training vital to their 
development. Some psychics are self-taught, but only the Bureau has a structured development program 
with guaranteed results. 70% of graduates become Bureau agents. 


Two of the most accomplished graduates of the program are the brother and sister duo of Caleb and 
Alicia Matthews. Caleb, the older of the two, entered the training program at age 12 and achieved level 
five certification in less than 3 years (The average time to level five for most psychics in the program is at 
least 10 years, if they don’t graduate after level four). Alicia entered the program at 11 and made it to 
level five in a comparable time of 3 years and 2 months. They are the youngest level five psychics 
employed by the Bureau. Caleb is undergoing training at the FBI academy in Quantico while Alicia is still 
in high school. 


The World Builders 


In any study of the origins of psychics, the Greek words oikodémoi kósmo (World Builders) keep coming 

up. Based on what Bureau scholars have been able to piece together from historical texts and artwork in 
the Bureau Library, the World Builders were a pair of unnamed psychics (a young man and woman) who 
existed during the Archaic period of Ancient Greek history. It is not clear who they are, where they came 


from or what the true nature of their relationship even was, but they were said to be godly beings that 
could reshape the heavens and the earth with a wave of their hands. 


While Bureau scholars have discounted many descriptions of their power as hyperbole, most of them 
agree that, had the World Builders really existed, they would have been the most powerful psychics to 
walk the earth. According to legend, they could deconstruct any object and recombine them into arcane 
weapons. They could even do the same with their own bodies. 


In one tale, the World Builders deconstructed the entirety of Mount Cyllene (Where Hermes is said to 
have been born) and reassembled it into two massive sentient titans that sparred with each other before 
returning to their natural state, completely intact. In fact, it’s entirely possible that descriptions of that 
event may have influenced Hesiod to write about Titans in Theogeny. 


Based on the contents of some texts, the telepathy and mind control abilities of the World Builders were 
apparently far beyond the scope of any psychic, past or present. They could telephatically link to, and 
subsequently mindjack, millions of people across the globe with little effort and seemingly no ill effects. 
Tales are told of entire invading armies walking about as if in a trance, speaking with one voice and 
turning on their own allies in the heat of battle. 


Scholars believe the epithet ‘World Builders’ may have been a reference to the mental landscapes they 
created, which were said to be so lifelike and vivid that most people outright refused to leave them 
except by force. Those who were exposed to these landscapes became disciples of the World Builders, 
who they regarded as deities. They believed that the World Builders would destroy and reshape earth 
into a peaceful utopia. So overpowering was their devotion that many died of starvation or exhaustion 
following after them. 


Worried for the welfare of their followers, the World Builders established a settlement on Mount 
Olympus where their disciples could live in relative comfort and secrecy. The centerpiece of this 
settlement was a grand temple where people could worship the World Builders and attend to their every 
need. This settlement is not referred to in any other ancient record from that period and no traces of it 
or the supposed settlers have ever been found. 


One of the more intriguing details from these legends is the matter of trans-dimensional psychic 
communication. Making psionic connections across dimensions without an open gateway is nigh 
impossible for even the best psychics, so it is of great interest to researchers that the World Builders 
could apparently read “the hearts and minds” of people from “Parallel Earths”, at at time when 
knowledge of trans-dimensional communication and travel had been wiped out. 


In at least one source, a witness claimed to see the girl of the duo open a rift to another world that was 
“barren and choked with smoke. Two moons glowed dimly in a blood red sky”. It is indeed an accurate 
description of many pocket dimensions, but the fact remains that no psychic has ever opened a 
trans-dimensional gateway before, and there is no combination of power that makes it possible. Only 
celestial beings have been known to open gateways, but there is no indication that the World Builders 
had celestial origins, all talk of ‘deities’ aside. 


Note: Most of the ancient texts that talk about the World Builders were secondhand eyewitness 


accounts from those who claimed to be their followers. Some are authentic documents, but many are 
forgeries written during the Classical period, a good century after the World Builders were supposed to 
have left the scene. 


On the undying 


The term ‘undying’ is a colloquial term for human beings (They are without exception always human) 
with regenerative abilities, which allow them to survive and shrug off fatal injuries and illnesses. The 
undying do not register or comprehend pain, regarding things like gaping chest wounds, dismemberment 
and flesh-eating viruses as mild inconveniences at worst. 


Their anatomy is no different to that of any other human being, and bodily functions like breathing, 
circulation and digestion seem to work as normal. Yet none of those things seem vital to their continued 
existence. For example: 


e They can be indefinitely deprived of food, water or air with no ill effect 
e Draining blood from their bodies and stopping their hearts do nothing 


They cannot contract diseases, and biological agents (e.g. anthrax) are simply expelled 
They can lose large amounts of flesh and muscle tissue and still be able to move, as long as basic 
bone structures stay intact 

e They can continue speaking even without lungs or a working throat. 


Bureau researchers have identified a key piece of evidence on the true nature of the undying: All of them 
seem to have stopped aging physically at around 21 years, which is also true for human settlers in some 
outer dimensions. The first documented undying subject (Subject UD-1) was found near an active rifts, 
as were many others. This still does not account for their strange powers, since trans-dimensional 
settlers can die from injuries and disease. 


The oldest known undying subject (but not the first documented) claimed to have lived in Rome during 
the reign of Emperor Augustus. But like all undying, he has no memory of how he came about his 
powers. Some undying subjects claim to see brief glimpses of the afterlife after fatal injuries, before 
being ‘pulled’ back to life. 


Bureau scholars have made competing claims about the origins of the undying. Some think that they are 
the result of advanced necromancy; others say they were put under a blood curse by a vengeful spirit; 
still others insist that their condition can be linked to a corruption of divine healing power. These claims 
are either speculative or unverifiable, and most undying are not invested in an answer. 


The number of undying tracked by the Bureau currently stands at just over 2,000. Having lived with their 
condition for so long, they have a skewed perception of danger and find it difficult to empathize with the 
pain of others. A 100-strong team of psionic personnel have to keep tabs on them and use mind-control 
to provoke desired responses like pain, panic, grief and even a ‘death’ state. In a ‘death’ situation, Bureau 
personnel help collect ‘bodies’ from morgues and assist with relocation. Some parties have wondered if 
some kind of neural implant wouldn’t be a cheaper alternative to psychics (Answer: Not particularly). 


Concerns over undying test subjects 


All the factors identified above make the undying perfect subjects for testing the effects of experimental 
weaponry on the human body. However, most scientists flatly refuse to participate in these studies, 
citing moral objections and mental /psychological trauma on their part. 


In light of this problem (and the Bureau’s understandable reluctance to hire psychopaths), undying 
volunteers must receive weapons training and take classes on proper test procedures, human anatomy 
and forensic analysis. In essence, they are given the skills necessary to carry out weapon tests on each 
other and examine the results dispassionately. Fortunately, a surprisingly large number of undying test 
subjects are well-versed in scientific research. 


Their written reports and test footage make for particularly grisly science, to say the least. In the end, an 
estimated 80% of all experimental weapon designs don’t make it into production. Fortunately, all test 


chambers are self-cleaning. 


Addendum 1: Subject UD-1 is no longer with the Bureau and is believed to be an independent operator 
somewhere on the West Coast of the US. Bureau higher-ups are concerned because Subject UD-1 has a 
history of deep-rooted psychological issues and is adept at evading Bureau tracking systems. His/her 
identity is still classified. 


Addendum 2: Researchers are experimenting with undying blood and DNA samples to see if their 
restorative powers can be replicated in normal human beings. Results have turned up negative. 


On the reapers 


The reapers are a pair of celestials responsible for guiding souls to the afterlife. The ‘white reaper’ guides 
them to the heavenly realm; her opposite, the ‘black reaper’*, banishes them to eternal suffering in the 
underworld. 


Origins 


How the reapers came to be is still up for debate, but the story most Bureau scholars agree on involves a 
celestial named Azrael who was seduced and corrupted by demons from the underworld, an offense that 


meant eternal banishment from the heavenly realm. 


A fellow celestial (no name is given in this account) pleaded for clemency, and worked out an 
arrangement between the heavens and the underworld that would allow Azrael to find redemption on 
neutral ground, where good and evil exist in equal measure. Both sides agreed to this, and chose Earth 
as the neutral ground. 


Since celestials are not allowed in the mortal world without leave, Azrael became a reaper of souls on 
behalf of the demons. The one who vouched for Azrael was appointed to perform a similar duty for the 
heavens and be Azrael’s companion and possible redeemer. Since their arrival on Earth, the reapers have 
carried out their duties tirelessly for thousands of years. 


Their presence and role 
[For the purposes of this section, the reapers will be referred to in female terms.] 


The name ‘white reaper’ is a bit of a misnomer, since her approach has more in common with a 
psychopomp than a grim reaper. She gently awakens souls from their slumber and gives them time to 
come to terms with their passing before guiding them to eternal rest. 


In contrast, Azrael — the ‘black reaper’ — takes a gleefully brutal approach to her work. She enjoys toying 
with her victims, often forcing them to reenact their sins as a sort of grotesque theater. The white reaper 
disapproves of this but chooses not to alienate her by commenting on it. 


[Note: It is not known if the way reapers choose souls conforms to any particular religious belief or 
worldview. If it does, they're not telling. ] 


Because death is such a regular occurrence, the reapers can be in thousands of places at once. It is not 
uncommon for the pair to pass themselves while walking down the street. These ‘clones’ interact 
independently of each other, but share the same consciousness. They can also move across dimensions 
at will. 


The reapers occasionally appear in human host form. The white reaper is a flawlessly beautiful young 
woman; Azrael is scarred and heavily bandaged. Due to the nature of their assignment, it is unlikely that 
any human would volunteer as host. So a concession was made that allowed the reapers to take the 
bodies of two women who had already died. Like all celestials, they can also appear in a more ‘angelic’ 
form — Azrael inspired the classical depiction of death in a black cloak wielding a scythe. 


Their attempts to mimic human behavior while in physical form can come off as false and unnatural, so 
they mostly keep to themselves. People who see or talk to them forget they exist as soon as they’re out 
of sight, and will react to repeat meetings as if they’re seeing them for the first time. 


Both reapers share an odd fondness for tea, and can often be found sharing scones and a pot of Earl 
Gray. The relationship between the two has gone from outright hostility to grudging tolerance, thanks 
mostly to these interludes. There have been signs that Azrael’s corruption is beginning to fade. 


Reapers and the undying 


Interviews with undying subjects have revealed an intriguing detail: They can see and interact with the 
reapers at all times. According to them, the white reaper is amiable (if not particularly friendly), while 
Azrael refuses to speak to them at all, often stopping to glare at them with a look of pure hatred and 


disgust. 


It is apparent that the reapers know something about the true nature of the undying, but they have 
stayed silent on the issue. 


* White’ and ‘black’ do not denote race, merely the color of their garments. 


